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1
AUTOMATIC PLACEMENT OF SHADOW
MAP PARTITIONS

BACKGROUND

This relates generally to graphics processing and, particu-
larly, to the generation of graphical animated images.

Graphics images are generated in a variety of applications,
including animated movies and video games. Shadows may
play an important role in creating realistic graphic images. A
viewer uses shadows to gain an appreciation for the position,
size, and geometry of objects in a scene.

In many cases, techniques for forming shadows are subject
to aliasing. Aliasing occurs when the local sampling density
in the shadow is too low or too high.

Shadow maps are one popular technique for rendering
shadows in graphics images. Partitioning algorithms partition
a scene and use a separate shadow map for each partition. For
example, one shadow map may be used for areas closer to the
viewer while another shadow map may be used for areas
further from the viewer. However, providing too many parti-
tions may result in rendering too many shadow maps, result-
ing in a fairly expensive solution.

In some partitioning algorithms, the artist must position the
shadow map partition in what the artist believes is the most
ideal location. However, this may be time consuming and
often the solution is not close to the ideal.

BRIEF DESCRIPTION OF THE DRAWINGS

FIG. 1 is a flow chart for one embodiment of the present
invention;

FIG. 2 is a hypothetical histogram in accordance with one
embodiment of the present invention; and

FIG. 3 is a schematic depiction of a computer in accor-
dance with one embodiment of the present invention.

DETAILED DESCRIPTION

In accordance with some embodiments, shadow map par-
titions may be automatically placed. This automatic place-
ment may be based on the number of samples of pixel data at
particular depths in eye space. Eye space is the scene from the
point of view of a virtual camera that seems to capture the
scene. In contrast, light space is based on the direction from
which the scene is lit.

Based on the distribution of pixel depths in eye space, the
locations of the shadow map partitions may be determined
initially. This initial determination can then be algorithmi-
cally improved using clustering techniques in some embodi-
ments.

In some cases, the number of partitions may be set by the
user. In addition, the user can control the amount of memory
and the time budget to be used for generating the shadows.
Then an advantageous placement of shadow map partitions
may be achieved given that budget, in some embodiments.

Thus, referring to FIG. 1, a sequence, in accordance with
one embodiment, may be implemented in hardware, soft-
ware, or firmware. It may be stored in a computer readable
medium, such as an optical disk storage, a semiconductor
memory, or a magnetic memory, to mention a few examples.
It may be implemented, in software embodiments, by a series
of instructions that may be executed by a computer. These
instructions may be stored in a tangible computer readable
medium, including the types of storage described above. In
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some embodiments, these instructions may transform data to
a human perceptible format suitable for display on a display
device.

Initially, the number of shadow map partitions may be
received from the user, as indicated in block 11. The user may
also provide a memory and time budget, in some embodi-
ments. Then, a histogram is developed for the samples of all
the pixels taken in eye or camera space, as indicated in block
12.

In some cases, the histogram may be a weighted histogram
such that samples that would not influence or have any affect
on the shadows, such as samples that are occluded, may be
weighted zero, while other samples may be weighted one.
Other weighting algorithms may be used as well.

While an embodiment is described in which a histogram is
used, other techniques may be used as well. One value of a
histogram is that it can reduce the size of the pixel data set. In
some embodiments, the number of histogram bins may be
adjusted to adjust the quality of the resulting shadow depic-
tions. Thus, more histogram bins can be provided for higher
quality using more computation time or more memory utili-
zation budget and less histogram bins may be used for lower
quality to get a faster result or to use less memory. The
number of bins may be derived from user specified time
and/or memory budgets. In other cases, histograms may not
be used at all.

Thus, a histogram may provide a discretized depiction of
the depth values from the eye perspective in some embodi-
ments. In some embodiments, this information can be used to
place a user specified number of partitions at the most appro-
priate locations, given the number of samples at particular eye
space depths. The number of samples can be analyzed on a
bin-by-bin basis.

For example, referring to FIG. 2, a hypothetical histogram
is a graph of depths, at regularly spaced intervals, on the
horizontal axis versus number of samples on the vertical axis.
If the eye is positioned at the zero or leftmost position on the
horizontal axis, you can see that a number of samples occur at
a given distance from the user. Then there is a reduction in the
number of samples, then an increase in the number of
samples, and then a period of very few or no samples, and then
a high number of samples in this hypothetical example. In one
embodiment, the initial partitioning may be done to provide
four partitions A, B, C, and D.

In some embodiments, the initial partitioning may attempt
to place an equal number of depth samples in each partition.
As aresult, the partitions may be placed with respect to depth
so that each partition is used for the same number of screen
pixels.

A two-dimensional bounding box region may be defined in
light space where the shadows exist. When a partition is
initially identified, the samples in the light space can be
examined to create a bounding box around them in light space
(also called the light image plane).

The weighted samples may be summed in block 14 (FIG.
1) to produce a total weight for each histogram bin. Referring
to block 16, the histogram bin’s weight values with respect to
depth then may be integrated. The histogram may be consid-
ered like a probability distribution function in that it may
indicate how many samples fall in each bin, giving a prob-
ability thatif you choose a random sample, it would fall in that
bin. A cumulative distribution function may be derived (block
18) by integrating to get the probability that a sample would
fall in a given bin or a bin associated with a depth less than the
depth represented by that bin. This integration transforms the
data into a format needed for certain clustering algorithms,
such as the Lloyd relaxation clustering algorithm. The clus-
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tering algorithm may iteratively move the partitions to center
them on the depth bin containing the average weight within
the partition.

Then, the shadow map partitions are placed relative to the
samples, as indicated in block 20. However, this is only initial
placement, subject to refinement using clustering algorithm.

A Lloyd relaxation clustering algorithm may be utilized in
one embodiment, as indicated in block 22, to more precisely
position the partitions. The Lloyd relaxation clustering algo-
rithm is also called the K-means or Voronoi iteration. See J.
Sabin and R. Gray, Global Convergence and Empirical Con-
sistency of Generalized Lloyd Algorithm, IEEE Transaction
on Information Theory, Vol. 32, No. 2, pages 148-156 (1986).
Other clustering algorithms may also be used.

In some embodiments, filtering may also be utilized to
create an exponential variance shadow map. See A. Lauritzen,
Layered Variance Shadow Map, Vol. 332, Proceedings of
Graphics Interface 2008, Windsor, Ontario Canada, pages
139-146 (2008) ISBN-ISSN: 0713-5424, 978-1-56881-423-
0.

Finally, the revised partition locations are reported to a
shadow map algorithm at block 24. For each partition, the
shadow map algorithm renders that region of light space to
draw the region into the shadow map. That region is used to
apply the shadow test on the scene.

The graphics processing techniques described herein may
be implemented in various hardware architectures. For
example, graphics functionality may be integrated within a
chipset. Alternatively, a discrete graphics processor may be
used. As still another embodiment, the graphics functions
may be implemented by a general purpose processor, includ-
ing a multicore processor.

In some embodiments, less aliasing may be achieved in
graphical shadows. In some cases, automatic placement of
shadow map partitions may reduce artist time spent in gener-
ating depictions. In some embodiments, users may obtain
shadow map partitioning within desired time and/or memory
utilization budgets.

A computer system 130, shown in FIG. 3, may include a
hard drive 134 and a removable medium 136, coupled by a
bus 104 to a chipset core logic 110. The core logic may couple
to the graphics processor 112 (via bus 105) and the main or
host processor 100 in one embodiment. The graphics proces-
sor 112 may also be coupled by a bus 106 to a frame buffer
114. The frame buffer 114 may be coupled by a bus 107 to a
display screen 118, in turn coupled to conventional compo-
nents by a bus 108, such as a keyboard or mouse 120.

In the case of a software implementation, the pertinent
code to implement the sequence of FIG. 1 may be stored in
any suitable semiconductor, magnetic or optical memory,
including the main memory 132. Thus, in one embodiment,
code 139 may be stored in a machine readable medium, such
as main memory 132, for execution by a processor, such as the
processor 100 or the graphics processor 112.

References throughout this specification to “one embodi-
ment” or “an embodiment” mean that a particular feature,
structure, or characteristic described in connection with the
embodiment is included in at least one implementation
encompassed within the present invention. Thus, appearances
of the phrase “one embodiment” or “in an embodiment™ are
not necessarily referring to the same embodiment. Further-
more; the particular features, structures, or characteristics
may be instituted in other suitable forms other than the par-
ticular embodiment illustrated and all such forms may be
encompassed within the claims of the present application.

While the present invention has been described with
respect to a limited number of embodiments, those skilled in
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the art will appreciate numerous modifications and variations
therefrom. It is intended that the appended claims cover all
such modifications and variations as fall within the true spirit
and scope of this present invention.

What is claimed is:

1. A computer-implemented method comprising:

binning samples based on occlusion and based on distance

from the user;

defining a two-dimensional bounding box in light space

where there is a shadow;

summing the values of depth samples in each of a plurality

of bins;

calculating an integral of values in each bin with respect to

depth to determine a possibility that a given sample falls
in a given bin;

positioning shadow map partitions to center each partition

at a depth bin containing an average value within the
partition; and

using a user specified budget for memory utilization or

computation time to determine the location of shadow
map partitions.

2. The method of claim 1 including using a histogram of the
pixel samples at different depth positions to automatically
place said shadow map partitions.

3. The method of claim 2 including weighting the pixel
samples in said histogram.

4. The method of claim 3 including providing no weight for
pixel sample that does not contribute to a shadow.

5. The method of claim 1 including developing a two
dimensional bounding box in light space that defines the
location of a shadow.

6. The method of claim 1 including integrating the pixel
samples.

7. The method of claim 6 including developing a cumula-
tive distribution function.

8. The method of claim 7 including initially placing a
shadow map partition by assigning an equal number of pixel
samples to each partition.

9. The method of claim 8 including refining the location of
each partition using a clustering algorithm.

10. The method of claim 9 including using a Lloyd relax-
ation clustering algorithm to iteratively move partitions so
that they are centered on a depth bin containing an average
weight within a partition.

11. The method of claim 1 including applying a user speci-
fied budget to determine the location of shadow map parti-
tions.

12. A non-transitory computer readable medium storing
instructions for execution by a computer, said instructions to:

bin samples based on occlusion and based on distance from

the user;

define a two-dimensional bounding box in light space

where there is a shadow;

sum the values of depth samples in each of a plurality of

bins;

calculate an integral of values in each bin with respect to

depth to determine a possibility that a given sample falls
in a given bin;

position shadow map partitions to center each partition at a

depth bin containing an average value within the parti-
tion; and

use a user specified budget for memory utilization or com-

putation time to determine the location of shadow map
partitions.

13. The non-transitory medium of claim 12 further storing
instructions to use a user specified budget to determine how to
automatically place the shadow map partitions.
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14. The non-transitory medium of claim 13 further storing
instructions to develop a histogram of the pixel samples at
different depths in eye space to automatically place the
shadow map partition.

15. An apparatus comprising: 5

a graphics processor; and

a storage coupled to said graphics processor, said graphics

processor to:

bin samples based on occlusion and based on distance
from the user; 10

define a two-dimensional bounding box in light space
where there is a shadow;

sum the values of depth samples in each of plurality of
bins, calculate an integral of values in each bin with
respect to depth to determine a possibility thata given 15
sample falls in a given bin; and

position shadow map partitions to center each partition
at a depth bin containing an average value within the
partition; and

use a user specified budget for memory utilization or 20
computation time to determine the location of shadow
map partitions.

16. The apparatus of claim 15 including a main processor
coupled to said graphics processor.

17. The apparatus of claim 15, said processor to use a 25
histogram of the pixel samples at different depths to automati-
cally place said shadow map partitions.

18. The apparatus of claim 15, said processor to automati-
cally place said partitions based on a budget provided by a
user. 30



